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(54) COIN OR TOKEN OPERATED AUTOMAHC AMUSEMENT MACHINE 
lilL. ^BriuSSSy o7S wSS'nri.^'^^ ^ " «^ of a kind in 

of the player. The prizes won k the secS 
umt are set up in the fonn of facreSd 

games m the second unit However. ^ 
play» may at any time obtain a prize, which 
may be in the form of tokens. 4uh5lM?S 

bojdit, by operating a control. 

oniit-?^^^**" a coin or token 

opwated amusement machine comprising a 

uu.«, « locitea out wmie the other is bebg wSrS^'Sr^'m^.ir^* °? * '~°» 

.Ala^varietyVcoiiortokenoperated |iS?b«J JftSLir.^^^^^ 

r w^' * "cond^automadc machine unit of 
a tand from which the user may win a 
pnze If a second prescribed objWe is met 
&Saite°i_P«««ibed°S 



N.W^ do hereby declare the invention, for 
which we pray that a patent may be granted 
to us. and the method by which it is to be 
perfonned. to be particularly described in 

and by the foUowiM statement: 

This invention rdates eenerally to coin or 
tokm operated automatic amusement ma- 
dunes, and more particularly to an amus©. 
ment machine which incorporates two dif- 
iCTent types of amusement machine unit 
wmch are so interconnected that one of the 
units is locked out while the other is betas 



A laige variety of coin or token operated 
automatic amusement machines is known 
and such machines are generally installed in 
amusement arcades, hostelries, clubs and at 
other locations particularly public houses 

Such machines are often so ananged that if iectivei;^inr/JA«l«T « P^^cnc«d ob- 
^ the player acUcves certain pSbSK Im 2M^^ 
25 tivesliwinsaprlze,whirS^^^ Smms fc^neSj^^^^^ 

form of one or more coins or tokens reore- coS anmrff!^ ^ * 
senting certain money values ^ sS uK^,& t'T^'^ 

^eprincipal obje'ct of the invention is to St 

provide an automatic machine containina attaimnent nf tS« the first unit, the 

two different ty^^^ SS^X uS^^^^^^ 

the Dkycr initially uses a type of amusement the second iSttSb«^m« nS^ ''''^ 
machmc unit m which the decision as to T^^^t 3 t^«^ ® operative, 
whether he wins or loses at each m^fe fa will deETlf^ so that in 

largely a matter of chan?e, ieStCuttle SS^^^^^ predetermined 
or no scope for the exercise of skiB S ob ecdvS^is one particular 

initial machine may be arranged to piovide mSe unit^^^ tfie second 

pr^es in the form of cash, tokens or?r2d£ mS? un L^loM ^ 
Alternatively, if the player should achieve a 1 ^^^^^9 out 

prescjrfted objective the first unit is automati- 
cally locked out and the second unit is 
brought into operation, any credits standing 
to the benefit of the player in respect of his 
use or the initial machine unit being avail- 
able to use the second unit without further 
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m?J!^ ^^l?^ '^"^ °' to'fen operated auto- 
mabc machme according to Sie inventiSi 
wdl now be described wfth refSenS S S 
drawmgs accompanying the ProvirfoMl 
specjficaUon in which:-- "^visional 
Figure 1 is a pictorial view of the auto- 
— ._ ^„ ovvvj.u umv wiuiuui lunner matic amusement mnriiini». a.j ouw 
payment of money or tokens if the player so FiRure 2^ a 'u^*^ . 

desires, each credft enabling himTo play one shoS the ZnJlTL^l'''^^^ ^^^ram 
game in the secc.nd_maghine un^S conSi^3%ireLr M£ 
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Referring initially to Figure 1, there is 
shown an amusement machmc comprising a 
cabinet 11 in which a first machine unit 12 
is contained. This may be of the kind 
5 generally known as a "fruit machine" or a 
variation thereof in which the player 
operates a handle 13 (or button or electro- 
mechanical control) which sets three reels or 
discs into rotation, the discs having symbols, 
10 which may be different kinds of fruit, marked 
around their peripheries. A detent mecha- 
nism is fitted to each disc so that the disc 
wOl always stop with one or other of the 
symbols in alignment with a given line. If 
15 three identical symbols of one particular 
type or any other prescribed combination is 
achieved then the machine unit will auto- 
matically deliver a prize. It is to be under- 
stood that the type of unit illustrated is only 
20 one example of the kind of unit which may 
be included as the first machine unit. Other 
types may be employed, the characteristic 
being that the winning of prizes depends 
\Aolly or mainly on chance. 
25 The first unit is mounted below a sloping 
table 14 which contains a glass panel 15 and 
in the example being described three "hold" 
buttons 16 are provided so that if the player 
achieves one or a maximum of two desired 
30 symbols he may, by pressing the appropriate 
button or buttons, arrange for one or two of 
fte reels to be held while he plays his next 
game. This gives him a better chance of 
achieving a desired combination of those 
35 symbols at his next game. If he desires to 
cancel the "hold" activity he may press a 
further button 17. 

At the commencement of his play the 
player may insert a coin m a slot 18 m the 
40 table 14, and it may be arranged that the 
machine will accefji a variety of coins and 
where necessary give change in money or 
tokens, which is delivered through a chute 
19. Alternatively he may insert a token 
45 having a particular value into a slot 20. 

If the player does not attain the prescribed 
objective which causes the second machine 
unit to become operative then he may con- 
tinue to play on the first unit, any prizes he 
50 may win being delivered in the form of coins 
or tokens through the chute 19 or set up as 
credits on a credit meter 22. 

If. however, he achieves the prescribed ob- 
jective then electrical and/or mechanical 
55 control apparatus uiterconnecting the two 
units is activated to lock out the first ma- 
chine unit, so that the handle 13 (or other 
device) can no longer be operated, and to 
bring into operation a second machine unit 
60 21. on which the player may play any num- 
ber of games up to a predetermined maxi- 
mum number. 

The second machine unit in the particular 
example being described is entitled a "Duck 
65 Shoot", which is generally illuminated when 



the machine becomes operative. In operation 
it alternately illuminates a first pictorial sym« 
bol 23 and a second pictorial symbol 24, The 
illumination of the two symbols changesat 
a certain rate controlled by a relay. The 70 
player's object is to press a trigger button 25 
at an instant when the "hit" symbol 23 is 
illuminated. 

The game represents the shooting of ducks 
and the background is a general country 75 
scene including a huntsman pointing a gun at 
a pictorial representation 26 of a duck. 

If the player presses the trigger button 25 
at an instant when the symbol 23 is illumi- 
nated (and this is determined electronically) 80 
then the pictorial symbol 26 is set in rota- 
tion for a few seconds and an additional 
credit (or a plurality of credits) is recorded 
on the credit meter 22. If, on the other 
hand the "miss" symbol 24 is illumfaated at 85 
the instant at which the player presses the 
trigger button 25, then the player has lost 
that game, the number of credits indicated on 
the credit meter 22 is reduced by one and a 
sound representative of duck noises is 90 
emitted by the machme unit. 

It will be appreciated that to press the 
trigger button 25 at the correct instant is a 
matter of skill and judgement on the part of 
the player and requires quick reaction to the 
alternate illumination of the symbols 23 and 
24, The rate at which the symbols alterna- 
tively flash may be so chosen that a person 
having keen sight and good reactions may 
achieve considerably more than 50% wins 100 
and in fact his total may be as hi^h as 100% 
whereas if the trigger button 25 is just pressed 
at random then by the ordinary law of 
averages he should only achieve 50% wins 
over a long period. 

The player may at any time collect his 
accumulated winnings in the form of tokens 
by pressing a further button 27. 

The recovery of the credits automatically 
causes the credit meter 22 to be reset to zero 1 10 
and the machine returns to its original condi- 
tion when the game of skill 21 is locked out 
and subsequent play can only commence by 
playing on the first unit by inserting coins or 
tokens and operating the handle 13 or its 115 
equivalent. 

Figure 2 is a block schematic diagram 
showing the electromechanical control ap- 
paratus interconnecting the two macUne 
units. The reel or drum mechanism of the 120 
first unit is indicated at 28. This is provided 
with appropriate contacts (not shown) which 
are all closed if the three reels stop in the 
positions in which the first prescribed ob- 
jective is attained. Qosure of these contacts 125 
energizes a "shot" unit 29. Actuation of the 
device 29 energizes an electromagnetic 
actuator or solenoid 31 which locks the 
operating handle 13 (Figure 1) of the first 
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^unit so that this unit cannot be number), pe relay 43 may also be arranged 

32. The device 32 alternately <S£« SSd mS o Lr5 £ ""^^^ 

de-enofiizes a "hit or mi<!«" r..iaJr» r * . player must msert 

thelK on the reikis £,«tL*^? ^f^^' °' ^ to continue 

lumSKo Tamos SlnA ^^f^rt P'^^"'!]'' the second machme unit until he 

rSbdiSd iTriaJ dfac M of^Lif ? n "'?^r"P ^^"'^g ""niter of shots 

hind fte glass disc 24itt KeuTf an/jn^ ■ '^^ "'^^ second ma- 

catesami5^7Svo li™&a^3^^^^ untt becomes operative. After the tm 

the pulse cm 5,^ 3S's?Sed M 1^.^^^ 

each of the lamps 34 and IsTSSt fo! 19 S^^X. £® a^^^ ^«»e°ts 

the same length of ttaeTand .SaSd i! reel n,e?wff -S** ^ 1°^* containing the 

aMt for thi whole of S pS dK whfle ih?S/i'^ ^"^f ""P"^^^ 

^ 4e oAer lamp is exth|nshed Ti'^be'Jjmnop^ ^ "'^^ 

from the nunute amount of tune requSwi WHAT WE SnCr ts. 

for the relay contacts to change over The 1 A oJn «r hv» ^^'T^ 

rday oontacte may be so ad?S th«V Tw! rr^^u- ^"^ °^ J^*^®" operated amusement 
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m poant The speed of the pulse cam unit 
32 IS such that the player must exercise 
a consKierable amount of skiD in order to 
record his "shot" at an instant when the 
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• TT 4.&\yiu wuivu luc user 

SlriUi u-'l? * ?f ^«ahi a first pre- 
scnbed objective^ the whuUng of a prize or 
the attainment of the first prescribed ob- 
jective bemg dependent mamly on chance, 
a second Aiitnfnn«>r> n...k;„^ ..isx rv: .* 



which actuates a credit cam deSce sf Stnl H. mechanical control ap- 

second umt is inirtaii» f,^ "r7 Jr" 
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J-.- — -vTivw octs up one or more 
additional credits in the meter 30 (and re- 
duces the total number of credits by one 
as payment for the game) and at the same 
tnne pulses an electromagnet 39 which is 
mounted at Ae back of the panel of the 

Uuck Shoot" or second machine unit 21 
shown in Fipre 1. The second unit is indi- 
21 » ^WP 2. The 



second umt is initially locked out and the 
user 13 compelled to use the first unit the ino 
attainment of the first prescribed obfetive 
causing the fiwt unit to^e locked oKd 
the second unit to become operative. 

P^rofl?e;ieVoma^e?f9% tAw^^^^^^^ 
disc 40 to receive a rotational impulse n?^^, ^^^^f" attained, and 

Uiroudi a ratchet and pawl mechanisiS 41. 1^ « "Wained it will 

TTiR in cause the second machme unit to become 

operative, the first machine unit being locked 110 

3. A madiine as claimed m dahn 1 or 

type generaUy known as a 'fruit machine" 
or a variation thereof. '"a^waB 
. 4. A machine as claimed in any Dreced- 
ing dam in which the second macLSSt 

^'^ "^^^^ ""^^^ are alterSaJdy 
tomated m rapid succession, a push but- 
ton by which the player may modify a dradt 120 
and means by whfdi thi modScaS of 
?ZZu'^ ^hile a predetermhied one of the 
symbols IS illuminated provides a prize 
. 3. A machine as daimed m any nreced. 
press Ae-S^wTutToV^h^^^^ of'cSs ^^^^^^^ 125 

35 is illuminated, a cut out relS, 4T S by whSiw'?^ comprising a control 
gized. This actuates the credit meter 30 so coii^ oT H?^ "^^^ ^^^^ recover 

themcter 30by one (or other predetermSed 6. A coin S operated amusement 130 



-ru . pawl mechanism 41. 

The disc 40 is mounted on the same spindle 
as the representation 26 of the dude m Figure 
1 and this representation therefore spms 
around. At die same time a Imkage 42 
causes a movement of the representation of 
a Huntsman shown on the pand of die 
second unit m Fl^re 1. ■ 

The shot rday may be arranged to mam- 
tam the lUummation of whichever of the 
^ nn?^ 35 represents the result of the 
gama When the extra credU or credits 
has/have be<m set up m the meter the unit 
renims to its former state with the two lamps 
34 and 35 flashing alternately, awaittag the 
W of Sie player to score a 
II the player should score a miss, that is. 

reSS the tnsopr Vmttnn ..AJI^ tl !— . * 



1.242.298 



machine arranged and adapted to operate EDWIN C. AXE & CO.. 

SSLly af herein described, witt ref- aartered Patent Agente 

erenw^to and as iUustrated In the drawings Chartered Patent Agcnte 

accompanying the Provisional specification. Agents for the Applicante. 
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